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ADDENDUM 


Alternate Resource Files 


A StrataVision 3d Resources file must be present in the 
application folder (at the same level as the StrataVision 3d 
application). In addition to the default resources file, a folder is 
included in the installation titled, “Alternate Resource.” The three 
alternate resource files provide the following: 1) tile object for 
previews, no camera sound (silent); 2) sphere object for previews, 
camera sound; 3) sphere object for previews, no sound. If you switch 
resources, make sure you save the original. If a file is lost when 
shuffling resources around, you can always reinstall them. 


RenderScript™ 


The RenderScript renderer can be used to create surrealistic 
images which can be scaled to any size, from postage stamp to 
billboard. This rendering method is based on Phong with Shadows. 
It is output as an EPS (Encapsulated PostScript™”) file with bézier or 
polygonal regions. Users who are already familiar with EPS files 
know that working with PostScript can require a great deal of time, 
so please be patient. 

This rendering method renders single frames only. When 
RenderScript is selected from the Rendering dialog, only the Current 
Frame radio button is available. All other button options in that field 
are grayed out. This occurs as soon as the RenderScript renderer is 
chosen, even if a movie was selected previously. The Render Using 


and the Render later options, as well as suspended renderings, are 
not available with the RenderScript renderer. 

Because EPS files are size independent, the dpi box is also 
grayed out. You can, however, control the quality of the final image 
through the Image quality and Texture detail pop-up menus. 

Transparent objects may disappear with lower quality 
settings. The RenderScript rendering method uses the “screen door” 
effect to see through an object’s surface. The amount of transparency 
is fixed at levels of zero, 25%, 50%, 75%, and 100%. If the transparent 
objects in your model seem to disappear, change the Image quality 
setting to Smooth or Extra Smooth. Keep in mind that higher quality 
settings will result in longer rendering times and larger file sizes. 

Click on the Options button to select the options you want 
included in the rendering. 
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A special feature of Object by Object rendering is available 
for users who are comfortable editing EPS files. You can open the file 
in a text editor and edit the location of the objects. (The text editor 
you use must be capable of handling very large files.) When editing 
an EPS file, note that data is flagged by the comment “% Object” 
immediately preceding each object. However, shadows cast by 
objects do not move with the object; they remain in their original 
locations. Keep in mind that rendering Object by Object requires 
additional time and produces larger file sizes. In fact, rendering 
Object by Object can easily double your file size. If you choose not to 
render Object by Object, your entire model renders as a single image 
and can not be edited. 

When rendering Object by Object, you can choose to render 
complete objects by clicking on the Complete Objects radio button. 
This option allows you to move an object to another location without 
affecting the objects behind it by manually editing the EPS file. If the 
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Render as Complete Objects is not selected, only the visible surfaces 
of each object are rendered, and a hole is left in any objects behind 
the object that was moved. Of course, rendering complete objects 
significantly increases the rendering time and the file size. 

Using 256 colors will require additional time, but less 
banding will occur. PostScript supports a maximum of 256 colors. If 
your model contains more than 256 colors, Vision must perform 
various calculations to reduce the number of colors before the actual 
rendering process can begin. You should note that selecting 256 
colors gives you up to 256 colors, selecting 16 colors gives you up to 16 
colors, etc. 

Selecting Tight from the Fit pop-up menu will give your 
objects slightly tighter edges. The looseness or tightness of the edges 
is more evident when rendering with Bézier. Selecting Loose gives 
the edges a somewhat more rounded, looser looking appearance. 

Consider your background environment carefully. Because 
RenderScript renders color by color, a background with any 
variation in color requires substantially more time than rendering a 
model with a solid color background. 


* PostScript™ is a trademark of Adobe Systems Incorporated. 


Type Textures 


Sixteen new textures, designed exclusively to be applied to 
extruded text objects, have been added to Vision 3d v4.0. Type 
textures allow you to apply three different textures to your text: a 
front texture (surfaces parallel to the active view), a side texture 
(surfaces that are at right angles to the active view), and a bevel 
texture (all other surfaces). These new textures appear in the Textures 
palette in the shape of a “T.” 


Type textures have been pre-designed for you and are not 
meant to be edited. Attempting to edit these textures will result in a 
loss of the original Type texture preview, but will not alter the texture 
itself. 


Renaming the texture after editing will preserve the original preview. 
However, from the Edit dialog, clicking the OK button even when no 
changes were made results in a loss of the original preview. You can 
reload the texture, with its original preview, through the Browse 
Textures command in the Textures /Shapes sub-menu under the 
Modeling menu. These textures are located within the Textures 
folder inside the Type Textures folder. To create your own beveled 
textures, see the discussion on Texture Extensions in Chapter 5 of the 
User Manual. 


Hint: Applying Type textures to text is view relative. To avoid 
problems always apply Type textures to the front surface of your text, 
regardless of the viewing orientation of your model. In other words, 
apply the Type texture while in the same viewing orientation your text 
was created in. 


